Virtues and Assets 

These rales presume an Ancient Greek setting with a little bit of magic. One player tells the story and the rest of you play characters who shape and react to the 
story. Your characters' virtues and assets define their abilities. You determine their mastery and competence of five virtues and assets (1)-(5) using the following 
twelve tables. In any order: Cl) and C2) pick an entry; (3) and (4) pick a table and roll for an entry; C5) roll for a table and an entry. For one ofthe results, they have 
"mastery" of that virtue or asset. For the rest, they are "competent" to use them. They start with a Spleen of 6 - this represents their ability to withstand setbacks, if 
a character's Spleen ever is reduced to zero, they are at least for a time defeated physically or morally. 
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As an example, you name your character Mgchaon. You want him to be a master ofthe sling, competent with an ax. You pick table 2 and roll competence with the 
ear, you pick table 4 and roll a helmet, and then you roll table 11 and smith's tools. Machgon is an attentive and insightful blacksmith who has his craft tools, an ax, 
a helmet, and a sling. Fie has 6 Spleen. Fie has no workshop, no home, and no family of his own. 

Virtues. The Back - exert strength in steady labor. The Ear - hear another's truth or falsity. The Eye - see what others miss. The Fist - inflict injury with hands and 
feet. The Foot - move undetected- The Flgnd - do dexterous tasks. The Flead - use reasoning and logic. The Flegrt - tend to others' needs. The Legs - move quickly. 
The Shout - rally and inspire. The Song - give pleasure with your voice The Tongue - persuade others of yourtruth. Assets. In addition to what is rolled or chosen: 
humble clothes, sandals, a hat, a belt, a walking staff a dagger, a backpack (containing a blanket, a wooden cup, seven days of barley cakes and cheese, and tinder 
and flint). Flow to play. Roll six-sided dice Cd6) to resolve the outcome when you challenge an opponent or an obstacle described by the teller, if you have a 
competence that is useful for the situation, roll 2d6 and take the total, if you have a mastery that is useful, or another advantage, roll 3d6 and take the total ofthe 
two higher dice C2d6H). Otherwise, roll 3d6 and take the total ofthetwo lower dice (2d6L). 6 or less is g failure: you suffer a consequence, which often includes a 
loss of 1d6L Spleen in a manner that you describe (moral or physical). 10 or more is g success: you overcome the obstacle or opponent without penalties. 7-9 is a 
success at cost: you overcome the situation, but you suffer a consequence as well. Reprieves. Some assets (in most situations, armor) grant a reprieve to avert the 
consequence of failure by making another roll. For example if you fail in the use of a sword, you can avoid injury by succeeding in the use of a helmet. Recovery. 
You must plausibly explain how you regain lost Spleen. Mastering virtues. Each time you succeed, roll straight 2d6. A result higher than your success means a step 
toward mastery of a virtue for that situation. Three steps bring you to competence; three more to mastery. Mastering assets. Assets are gained by adventuring. You 
master an asset just as a virtue. Gaining spleen. Each time you fail, roll straight 2d6. A result less than your failure adds 1 to your maximum Spleen. 


Version 3.0 - page 1 - https://discord.gg/cHgdseP - Licensed by tibbius under CC BY-NC 4.0 - PbtA 




